mi&mmm 




(43)SE^BflB 
2005 ^6 R 30 H (30.06.2005) PCT 



I ir Mil I i II 1 1 II I tl 1 1 1! M lil I! I 1 1 1 II i II [ 1 M I If 

(10) gES^MM 
WO 2005/058441 A2 



(51) B(SS4#lt^S 7 : 

(21) m&mmm^i 

(22) BKtBBIB: 

(25) mt&am<»wm: 

(26) SfS^iaCDSIg: 

(30) ffifelf^r-*: 
*$El2003-402329 
t#BS2003-402285 
f#fil2003-402307 
$#g@2003-402313 
$51812003-402322 



A63F 13/00 

PCT/JP2004/017793 
2004 *P 11 £30 B (30.11.2004) 
H*|g 
B*l§ 

2003 ^12 ft 1 B (01.12.2003) JP 
2003 5U2 ft 1 B (01.12.2003) JP 
2003 *f 12 ft 1 B (01.12.2003) IP 
2003 5H2 ft 1 B (01.12.2003) JP 
2003 *f 12 ft 1 B (01.12.2003) JP 



(71) fctiffilA (*m&&<±XO)t%fcmiZ'Dl\X): n^- 
5**jt#*t (KONAMI CORPORATION) [JP/JP]; T 



1006330 lMSWBag*,0)rt2TB4f 1 ^ Tokyo 
(JP). 

(72) S&HB#; 

(75) #SW#/fcBI5SA ($:miZ~Dl*XO>ft): «fffl«]& 
(KUSUDA, Kazuhiro) [JP/JP]; T 1006330 KSifB^ft 
B3EA(7)rt2Tg 4# 1 n^-S^^t^ttrt Tokyo 
(JP). lij □ * ^ (YAMAGUCHI, Hirokatsu) [JP/JP]; 
T 1006330 mm^^f ttB3B*l<&rt 2TB 4|1f 
3^-5 ft Tokyo (JP). *® (OSAKI, 

Yukihiro) [JP/JP]; T 1006330 ^Jfcffi 1 ! 1 - ft EEA0)rt 
2TB 4§ 1 zi^S^^^ai*? Tokyo (JP). ^# 
ft— (ISHTI, Shinichi) [JP/JP]; t 1006330 mSCS^Ftt 
fflEACDrt2TB 4# 1 ^ 3^-SttS^ttrtTokyo 
(JP). 



^= (54) Title: MATCH-UP GAME DEVICE, GAME MACHINE, AND GAME PROGRAM 
= (54)S&W0>*?*: *HgS>f-Ag^ y-A«fc£tf>f-A:7Q^A 



^1- 

00 
IT) 



7A 



80 



73 



— 

70b 



omissus 



74.. 
80... 
72... 
79... 
71... 
76... 
73... 
75... 
77... 
77a. 
78... 
78a.. 
78b. 
70... 
70a.. 
7Cb.. 
70c.. 



PHYSICAL ENERGY VALUE CALCULATION MEANS 
CHARACTER DATA STORAGE MEANS 
PHYSICAL ENERGY VALUE 
CHARACTER CHARACTERISTIC 
PLAYER OPERATION MEANS 
BATTLE RESULT JUDGING MEANS 
ATTACK SELECTING MEANS 

PHYSICAL ENERGY VALUE DISPLAY CONTROL MEANS 
CHARACTER IMAGE DISPLAY CONTROL MEANS 
.. CHARACTER IMAGE STORAGE MEANS 
ATTACK SELECTION IMAGE DISPLAY CONTROL MEANS 
.. STORAGE MEANS 

.. ATTACK SELECTION DISPLAY CONTROL t^.EAN$ 
DISPLAY DEVICE 

PHYSICAL ENERGY VALUE DISPLAY AREA 
.. CHARACTER (MAGE DISPLAY AREA 
ATTACK SELECTION IMAGE DISPLAY AREA 



(57) Abstract: [PROBLEMS] To provide 
a match-up game device in which a physical 
energy value of a character which has 
received an attach is changed according to 
a character attack type and attack value and 
the result of the battle is decided according to 
the physical energy value while the character 
image is largely changed to exhibit a great 
production effect. [MEANS FOR SOLVING 
PROBLEMS] Attack selection element 
images are moved in the junction direction to 
an attack selection image display area (70c) 
according to control of attack selection means 
(73) and successively replaced with another 
to be displayed. After this, the movement 
is stopped and they are arranged in a matrix. 
Character characteristic (79) and a physical 
energy value (72) are correlated with a 
character and stored. The physical energy 
value of the character which has received 
an attack is operation-processed by using 
the character characteristic and operation 
equation and the attack value corresponding 
to the attack type. When the physical energy 
value (72) is not greater than a predetermined 
end value, it is judged that the character has 
lost Furthermore, the image of the character 
judged to have lost by the battle result judging 



means (76) is changed. 
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